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PLAYER TRACKING MECHANISM FOR 
SECONDARY WAGERING GAMES 

RELATED APPLICATIONS 

This application claims priority to, and is a continuation 
application of U.S. application Ser. No. 13/288,510 filed 
Nov. 3, 2011 and issued as U.S. Pat. No. 8,376,840 on Feb. 19, 
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LIMITED COPYRIGHT WAIVER 

A portion of the disclosure of this patent document con 
tains material which is Subject to copyright protection. The 
copyright owner has no objection to the facsimile reproduc 
tion by anyone of the patent disclosure, as it appears in the 
Patent and Trademark Office patent files or records, but oth 
erwise reserves all copyright rights whatsoever. Copyright 
2013, WMS Gaming, Inc. 

FIELD 

Embodiments of the inventive subject matter relate gener 
ally to wagering game systems, and more particularly to 
player tracking for secondary wagering games in wagering 
game Systems. 

BACKGROUND 

Wagering game machines, such as slot machines, video 
poker machines and the like, have been a cornerstone of the 
gaming industry for several years. Generally, the popularity 
of such machines depends on the likelihood (or perceived 
likelihood) of winning money at the machine and the intrinsic 
entertainment value of the machine relative to other available 
gaming options. Where the available gaming options include 
a number of competing wagering game machines and the 
expectation of winning at each machine is roughly the same 
(or believed to be the same), players are likely to be attracted 
to the most entertaining and exciting machines. Shrewd 
operators consequently strive to employ the most entertaining 
and exciting machines, features, and enhancements available 
because Such machines attract frequent play and hence 
increase profitability to the operator. Therefore, there is a 
continuing need for wagering game machine manufacturers 
to continuously develop new games and gaming enhance 
ments that will attract frequent play. 

BRIEF DESCRIPTION OF THE FIGURES 

Embodiments are illustrated in the Figures of the accom 
panying drawings in which: 

FIG. 1 is a conceptual diagram that illustrates an example 
of a wagering game system architecture, according to some 
embodiments; 

FIG. 2 is a flow diagram illustrating operations for imple 
menting player tracking for secondary wagering games in a 
wagering game system, according to Some embodiments; 

FIG. 3 is a flow diagram illustrating additional example 
operations for implementing player tracking for secondary 
wagering games in a wagering game system, according to 
Some embodiments; 

FIG. 4 is a conceptual diagram that illustrates another 
example of a wagering game system architecture, according 
to Some embodiments; 
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2 
FIG. 5 is a flow diagram illustrating operations for imple 

menting player tracking for secondary wagering games in a 
wagering game system, according to some embodiments; 

FIG. 6 is a flow diagram illustrating additional example 
operations for implementing player tracking for secondary 
wagering games in a wagering game system, according to 
Some embodiments; 

FIG. 7 is a conceptual diagram that illustrates an example 
of a wagering game machine architecture, according to some 
embodiments; and 

FIG. 8 is a perspective view of a wagering game machine, 
according to example embodiments. 

DESCRIPTION OF THE EMBODIMENTS 

This description of the embodiments is divided into seven 
sections. The first section provides an introduction to some 
embodiments, while the second section describes example 
wagering game machine architectures, and the third section 
describes example operations performed by some embodi 
ments. The fourth section describes additional example 
wagering game machine architectures, and the fifth section 
describes additional example operations performed by some 
embodiments. The sixth section describes example wagering 
game machines in more detail, and the seventh section pre 
sents some general comments. 

Introduction 

This section provides an introduction to Some embodi 
mentS. 

Operators of gaming establishments (e.g., casino opera 
tors) typically track the wagers and wins of players that par 
ticipate in a wagering game system for accounting purposes 
and player tracking purposes. The player tracking server of 
the wagering game system can award player tracking points 
to players according to the each player's wagering game 
activity. In one example, the player tracking server can award 
one player tracking point for each dollar the player wagers. In 
another example, the player tracking server can award one 
player tracking point for each dollar the player wagers, and 
deduct one quarter of a point for each dollar the player wins. 
Players can redeem player tracking points for casino mer 
chandise, show tickets, hotel stays, etc. Players can also gain 
status (VIP status) or other recognition from the casino opera 
tor based on the total amount of player tracking points the 
player earns. 
The architecture of Some wagering game systems is 

designed Such that the player tracking server is only informed 
of each players wagering game activity associated with base 
wagering games, and not informed of each players wagering 
game activity associated with secondary wagering games 
(e.g., bonus games, side games, etc.). Therefore, in these 
systems, the player tracking server does not award player 
tracking points to players for their secondary wagering game 
activity. For instance, in Some systems, the base wagering 
games are run and presented at the wagering game machines, 
and the secondary wagering games are run remotely from a 
wagering game server and presented at the wagering game 
machines. In these systems, the wagering game machines can 
track each player's base wagering game activity since the 
base wagering games are run on the wagering game machine, 
and then report the base wagering game activity to the player 
tracking server. However, the wagering game machines may 
not have the intelligence to track each player's secondary 
wagering game activity, at least in part, because the secondary 
wagering games are run remotely from the wagering game 
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controller. Furthermore, in these systems, the wagering game 
controller may not have the intelligence to distinguish 
between secondary wagering game activities from one player 
to another, at least in part, because the wagering game con 
troller can service a multitude of wagering game machines in 
the gaming establishment. In addition to servicing a multitude 
of wagering game machines, the Wagering game machines 
may not designed to provide information to the wagering 
game controller that can allow the wagering game controller 
to separately track the secondary wagering game activity of 
each player at each wagering game machine. 

In some embodiments, a player tracking mechanism can be 
implemented at each wagering game machine and at the 
wagering game controller to track each player's secondary 
wagering game activity so that the player tracking server can 
also award player points to players based on each players 
secondary wagering game activity (in addition to the base 
wagering game activity). In one embodiment, each wagering 
game machine can include a player tracking unit (e.g., a 
player tracking board) configured to provide login and logout 
notification messages (including timestamps, player identifi 
cation information, and wagering game machine identifica 
tion information) to the wagering game controller to enable 
the wagering game controller to track and determine each 
player's secondary wagering game activity (and provide the 
information to the player tracking server), as will be further 
described below with reference to FIGS. 1-3. Furthermore, 
additional techniques for implementing player tracking for 
secondary wagering games will be described below with ref 
erence to FIGS. 1-6. 

Although some embodiments have been described above, 
the following sections describe many other features and 
embodiments. 

Operating Environment Examples 

This section describes example operating environments 
and networks and presents structural aspects of some embodi 
ments. More specifically, this section includes discussion 
about example wagering game system architectures. 

Wagering Game System Example Architectures 

FIG. 1 is a conceptual diagram that illustrates an example 
of a wagering game system architecture 100, according to 
Some embodiments. As illustrated, the wagering game system 
architecture 100 includes an accounting server 110, a player 
tracking server 120, a wagering game controller 150, and a 
plurality of wagering game machines 160 connected via a 
communication network 115. In some embodiments, the 
wagering game system 100 implements a player tracking 
mechanism to track the secondary wagering game activity of 
players to award player tracking points for both base and 
Secondary wagering game activity. 
The accounting server 110 is configured to manage and 

perform accounting operations for the gaming establishment 
(e.g., casino). For example, all wagering game activity (wa 
gers, wins, etc.) and other money-related activities (e.g., bank 
transfers) that take place within the gaming establishment are 
reported to the accounting server 110. In some systems, the 
accounting server 110 may be referred to as the slot account 
ing system (SAS) server. The accounting server 110 may also 
provide auditing capabilities according to regulatory rules. 
Additionally, the accounting server 110 may manage player 
accounts associated with the wagering game system 100. As 
will be further described below, in some implementations, the 
wagering game machines 160 report all base wagering game 
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4 
activity and the wagering game controller 150 reports all 
secondary wagering game activity to the accounting server 
110 for accounting purposes. 
The player tracking server 120 is configured to manage and 

perform player tracking operations for the gaming establish 
ment. The player tracking server 120 awards player tracking 
points to players based on the player's wagering game activ 
ity (e.g., wagers and wins). As will be further described 
below, in Some embodiments, the wagering game system 100 
can implement a player tracking mechanism that not only 
tracks and reports all the base wagering game activity of 
players to the player tracking server 120, but also tracks and 
reports all secondary wagering game activity of players to the 
player tracking server 120.The player tracking server 120 can 
monitor and keep a record of each player's base and second 
ary wagering game activity to award player tracking points to 
each player. In one example, the player tracking server 120 
can award one player tracking point for each dollar the player 
wagers (in both base and secondary wagering games). In 
another example, the player tracking server 120 can award 
one player tracking point for each dollar the player wagers, 
and deduct one quarter of a point for each dollar the player 
wins. Players can redeem player tracking points for casino 
merchandise, show tickets, hotel stays, etc. Players can also 
gain status (VIP status) or other recognition from the operator 
of the gaming establishment based on the total amount of 
player tracking points the player earns. 

Each of the wagering game machines 160 are configured to 
run and present wagering games in one or more displays of 
the wagering game machine 160, and work in conjunction 
with the wagering game controller 150, the accounting server 
110, and the player tracking server 120 to perform various 
wagering game System operations. The Wagering game 
machines 160 can include a game management unit 162, a 
presentation unit 163, a player card reader 164, an interface 
unit 165, and a player tracking unit 168. The game manage 
ment unit 162 is configured to run base wagering games to 
present the base wagering games in one or more displays of 
the wagering game machine 160. For secondary wagering 
games that are run at the wagering game controller 150, the 
game management unit 162 is configured to work in conjunc 
tion with the wagering game controller 150 to present sec 
ondary wagering games at the wagering game machine 160. 
Furthermore, the game management unit 162 can generate 
game results based on random numbers generated at the 
wagering game machine 160, can generate game results 
based on random numbers received from the wagering game 
controller 150, or may communicate with the wagering game 
controller 150 to obtain the game results. The presentation 
unit 163 is configured to work in conjunction with the game 
management unit 162 to control the presentation of the base 
and secondary game content on the wagering game machine 
160. The presentation unit 163 can include one or more 
browsers and any other software and/or hardware suitable for 
presenting audio and video content. It is noted, however, that 
in other implementations the game content can be presented 
using other display technologies. 
The player card reader 164 is configured to detect when a 

player card is inserted into (or removed from) the player card 
reader 164, and provide the player card identification number 
associated with the player card to the interface unit 165. The 
interface unit 165 can obtain the player card identification 
number from the player card reader 164. The interface unit 
165 is configured to send base game card-in/card-out notifi 
cation messages (e.g., via the player tracking unit 168) to the 
accounting server 110 and the player tracking server 120 for 
accounting and player tracking of base wagering games, as 
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will be further described below with reference to FIGS. 2-3. 
The base game card-in/card-out notification messages can 
include at least an indication that the player card was 
received/removed, the player card identification number 
(player card ID'), start/end meter readings associated with 
the base wagering games, the wagering game machine iden 
tification number (“wagering game machine ID') associated 
with the corresponding wagering game machine 160, and a 
timestamp. The player tracking unit 168 is configured to 
detect base game card-in/card-out notification messages from 
the interface unit 165, and forward the base game card-in/ 
card-out notification messages to the accounting server 110 
and the player tracking server 120. In response to detecting 
the base game card-in/card-out notification messages, the 
player tracking unit 168 is further configured to provide sec 
ondary game card-in/card-out notification messages to the 
wagering game controller 150 to allow the wagering game 
controller 150 to track secondary wagering game activity of 
players, which can be used by the player tracking server 120 
for player tracking purposes, as will be further described 
below with reference to FIGS. 2-3. The secondary game 
card-in/card-out notification messages can include at least an 
indication that the player card was received/removed, the 
player card ID, the wagering game machine ID, and the same 
timestamp. In some embodiments, the player tracking unit 
168 can be implemented in hardware and software in a player 
tracking board within the wagering game machine 160. In one 
example, the player tracking board can be part of the same 
Subsystem within the wagering game machine 160 that 
includes the interface unit 165 and the game management unit 
162. In another example, the player tracking board can be a 
separate subsystem within the wagering game machine 160 
(e.g., with a separate CPU, memory, etc.) that is coupled to at 
least the interface unit 165. In another example, the player 
tracking board can be a separate Subsystem that is external to 
the wagering game machine 160 or attached to the cabinet or 
housing of the wagering game machine 160 (and coupled to at 
least the interface unit 165). In some implementations, the 
player tracking unit 168 can be implemented in software 
within the wagering game machine 160. Similar to the player 
tracking unit 168, in Some embodiments, the interface unit 
165 can be implemented in hardware and software in an 
interface board within the wagering game machine 160. In 
Some example systems, the interface board of the wagering 
game machine 160 may be referred to as the slot machine 
interface board (SMIB). In some embodiments, the interface 
unit 165 can be implemented in software within the wagering 
game machine. It is noted, however, that in other embodi 
ments the player tracking unit 168 and/or the interface unit 
165 can be implemented within the wagering game machine 
160 by other techniques; for example, the player tracking unit 
168 and/or the interface unit 165 can be implemented within 
a common circuit board as other components of the wagering 
game machine 160. 
The wagering game machines 160 described herein can 

take any suitable form, Such as floor standing models, hand 
held mobile units, bar-top models, workstation-type console 
models, Surface computing machines, etc., and can access the 
communication network 115 to communication with the 
wagering game controller 150 via a wireless or wired con 
nection. In some embodiments, each of the wagering game 
machines 160 and the wagering game controller 150 are 
configured to work together Such that the wagering game 
machine 160 can be operated as a thin, thick, or intermediate 
client. For example, one or more elements of game play may 
be controlled by the wagering game machine 160 (client) or 
the wagering game controller 150 (server). Game play ele 
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6 
ments can include executable game code, lookup tables, con 
figuration files, game results, audio or visual representations 
of the game, game assets or the like. In a thin-client example, 
the wagering game controller 150 can perform functions such 
as determining game results or managing assets, while the 
wagering game machine 160 can presentanaudible/graphical 
representation of Such outcome or asset modification to the 
players. In a thick-client example, the wagering game 
machine 160 can run the wagering games and determine 
game outcomes and communicate wagering game activity to 
the wagering game controller 150, the accounting server 110. 
and/or the player tracking server 120 for recording or man 
aging a players wagering game System account, player track 
ing, various accounting operations, etc. 
The wagering game controller 150 is configured to perform 

various operations for the wagering game system 100. For 
example, the wagering game controller 150 can include a 
base wagering game server 151 for storing base wagering 
game content, providing base wagering game updates to the 
wagering game machines 160, and providing new base 
wagering games to the wagering game machines 160. In some 
implementations, the base wagering game server 151 can also 
generate random numbers and provide the random numbers 
to the wagering game machines 160 so that the wagering 
game machines can determine game results for base wagering 
games. The wagering game controller 150 can also include a 
secondary game server 152 configured to run secondary 
wagering games, and work in conjunction with the game 
management unit 162 of the wagering game machines 160 to 
present the secondary wagering games in one or more dis 
plays of the wagering game machines 160. For example, the 
secondary game server 152 can receive bonus trigger notifi 
cation messages from the wagering game machines 160 that 
indicate that a bonus game should be presented at the corre 
sponding wagering game machines 160. The secondary game 
server 152 may also be configured to create and manage 
systemwide, cumulative secondary wagering game activity 
records based on secondary wagering game activity messages 
received from the game management unit 162 of the wagering 
game machines 160, and provide the cumulative records to 
the accounting server 110 for accounting purposes. For 
example, the secondary game server 152 can maintain sec 
ondary game meters to track the secondary wagering game 
activity. Furthermore, the secondary game server 152 can also 
receive secondary game card-in/card-out notification mes 
sages from a master player tracking unit 158 that allows the 
secondary game server 152 to track and generate records of 
the secondary wagering game activity of each individual 
player, which can be forwarded to the player tracking server 
120 for player tracking purposes, as will be further described 
below with reference to FIGS. 2-3. Although not show in FIG. 
1, the master player tracking unit 158 may be connected to the 
player tracking units 168 of each of the wagering game 
machines 160 (e.g., via an Ethernet connection) that imple 
ment the player tracking mechanism described herein. The 
master player tracking unit 158 is configured to receive the 
secondary card-in/card-out notification messages from the 
player tracking units 168 of each of the wagering game 
machines 160 and forward the information to the secondary 
game server 152 for further processing. The wagering game 
controller 150 also includes an interface unit 155 configured 
to forward the systemwide, cumulative secondary wagering 
game activity records directly to the accounting server 110. 
and forward the secondary wagering game activity records of 
individual players directly to the player tracking server 110. 
as will be further described below. Similarly to the client 
player tracking units 168, in some embodiments, the master 
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player tracking unit 158 can be implemented inhardware and 
Software in a master player tracking board within the wager 
ing game controller 150. In some implementations, the mas 
ter player tracking unit 158 can be implemented in software 
within the wagering game controller 150. Also, similar to the 
master player tracking unit 158, in some embodiments, the 
interface unit 155 can be implemented in hardware and soft 
ware in an interface board within the wagering game control 
ler 150. In some example systems, the interface board of the 
wagering game controller 150 may be referred to as the slot 
machine interface board (SMIB). In some embodiments, the 
interface unit 155 can be implemented in software within the 
wagering game controller 150. In some system implementa 
tions, the accounting server 110 and the player tracking server 
120 may implement a proprietary protocol, and therefore the 
interface units 165 of the wagering game machines 160 and 
the interface unit 155 of the wagering game controller 150 can 
also perform the necessary protocol conversions to enable the 
network communications between the different network enti 
ties. It is noted that although FIG. 1 (and some of the examples 
described herein and in the additional Figures below) may 
imply that some network connections are wired, in some 
embodiments some orall of the network connections between 
the different entities of the wagering game system 100 may be 
implemented wirelessly. 

Each component shown in the wagering game system 
architecture 100 is shown as a separate and distinct element 
connected via the communications network 115. However, 
Some functions performed by one component could be per 
formed by other components. For example, the base wagering 
game server 151 can be configured to perform some or all of 
the functions of the secondary game server 152. Furthermore, 
the components shown may all be contained in one device, 
but some, orall, may be included in, or performed by multiple 
devices, as in the configurations shown in FIG. 1 or other 
configurations not shown, e.g., the functionality of the master 
player tracking unit 158 can be integrated within the second 
ary game server 152, and/or the accounting server 110 and the 
player tracking server 120 may be implemented within a 
single server system. Furthermore, the wagering game sys 
tem architecture 100 can be implemented as software, hard 
ware, any combination thereof, or other forms of embodi 
ments not listed. For example, any of the network 
components (e.g., the Wagering game machines, servers, etc.) 
can include hardware and machine-readable media including 
instructions for performing the operations described herein. 
Machine-readable media includes any mechanism that pro 
vides (i.e., stores and/or transmits) information in a form 
readable by a machine (e.g., a wagering game table, machine, 
computer, etc.). For example, tangible machine-readable 
storage media includes read only memory (ROM), random 
access memory (RAM), magnetic disk storage media, optical 
storage media, flash memory machines, and other types of 
tangible medium Suitable for storing instructions. Machine 
readable transmission media includes any media Suitable for 
transmitting software over a network. 

Although FIG. 1 describes some embodiments, the follow 
ing sections describe many other features and embodiments. 

Example Operations 

This section describes operations associated with some 
embodiments. In the discussion below, the flow diagrams will 
be described with reference to the block diagrams presented 
herein. However, in some embodiments, the operations can 
be performed by logic not described in the block diagrams. 
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8 
In certain embodiments, the operations can be performed 

by executing instructions residing on machine-readable Stor 
age media (e.g., Software), while in other embodiments, the 
operations can be performed by hardware and/or other logic 
(e.g., firmware). In some embodiments, the operations can be 
performed in series, while in other embodiments, one or more 
of the operations can be performed in parallel. Moreover, 
Some embodiments can perform less than all the operations 
shown in any flow diagram. 
The following discussion of FIGS. 2-3 will describe vari 

ous examples of player tracking of secondary wagering game 
activity using a player tracking unit (e.g., a player tracking 
board) at the wagering game machines. 

FIG. 2 is a flow diagram (“flow) 200 illustrating opera 
tions for implementing player tracking for secondary wager 
ing games in a wagering game System, according to some 
embodiments. The flow of 200 will be described with refer 
ence to the example system architecture of FIG.1. The flow 
diagram begins at block 202. 
At block 202, a wagering game machine 160 detects when 

a player card associated with a player account is inserted into 
a player card reader 164 of the wagering game machine 160 
by a player. In one implementation, the player card reader 164 
can detect the player card and read the player card ID. The 
player card reader 164 can then verify that the player card ID 
is compatible or Supported by the wagering game system 100. 
The player card reader 164 can then provide a visual indica 
tion to the player whether the player card has been accepted or 
rejected (and may also eject the player card if rejected). It is 
noted, however, that in some embodiments the player card ID, 
or another player identification number (playerID) associ 
ated with the player account of the player, can be determined 
depending on the method the player uses to login to the 
wagering game machine 160. For example, the player can 
login to the wagering game machine 160 using a username 
and password, and the wagering game machine 160 can use 
the username, or a combination of the username and the 
password, as the player ID. In another example, the player can 
login to the wagering game machine 160 using biometrics, 
and the wagering game machine 160 can use a biometric code 
as the player ID. Regardless of the manner the player uses to 
login, the wagering game machine 160 can detect a playerID 
associated with the player account of the player. In some 
cases, the player ID may be the player account number, or the 
player card ID. After block 202, the flow continues at block 
204. 
At block 204, the wagering game machine 160 determines 

the player ID associated with the player account, and the start 
base game meter readings. In one implementation, the inter 
face unit 165 can obtain the player ID from the player card 
reader 164, and the start base game meter readings from the 
game management unit 162. The base game management unit 
162 can implement base game meters to track the base wager 
ing game activity during each wagering game session. For 
example, the base game management unit 162 can implement 
a base game wager meter to track the wagers associated with 
the base wagering game, and a base game win meter to track 
the wins associated with the base wagering game. The base 
game management unit 162 can also implement other base 
game meters for other purposes. In one implementation, the 
interface unit 165 can obtain the start readings associated with 
both the base game wager meter and the base game win meter. 
After block 204, the flow continues at block 206. 
At block 206, the wagering game machine 160 provides a 

base game card-in notification message including the player 
ID, the start (or card-in) base game meter readings, a start (or 
card-in) timestamp, and the wagering game machine ID to the 
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player tracking server 120 to cause the player tracking server 
120 to track and reward (e.g., with player tracking points) 
base wagering game activity during the Wagering game ses 
Sion. In one implementation, the interface unit 165 can pro 
vide the base game card-in notification message to the player 
tracking unit 168, which forwards the card-in notification 
message to both the accounting server 110 for accounting 
purposes and to the player tracking server 120 for player 
tracking purposes. In one implementation, the accounting 
server 110 forwards the base game card-in notification mes 
sage to the player tracking server 120. In another implemen 
tation, the interface unit 165 provides the base game card-in 
notification message directly to the accounting server 110. 
and also to the player tracking unit 168. It is noted, however, 
that in other implementations the player tracking unit 168 can 
detect the base game card-in notification message by other 
methods. For example, the interface unit 165 can provide the 
base game card-in notification message directly to the 
accounting server 110, and the player tracking unit 168 can 
intercept or snoop all messages sent by the interface unit 165 
to detect all base game card-in notification messages. 

The player tracking server 120 can use the information in 
the base game card-in notification message to create a player 
tracking record for the player account associated with the 
player ID and the wagering game machine ID. The player 
tracking server 120 can determine the base game wagering 
game activity associated with the player for the player track 
ing record based on the start base game meter readings and the 
timestamp associated with the start of the wagering game 
session, and also information that will be included in a card 
out notification message, as will be further described below. 
After block 206, the flow continues at block 208. 
At block 208, the wagering game machine 160 provides a 

secondary game card-in notification message including the 
playerID, the start (or card-in) timestamp, and the wagering 
game machine ID to the wagering game controller 150 to 
cause the wagering game controller 150 to track the second 
ary wagering game activity associated with the player 
account during the wagering game session. The wagering 
game controller 150 can then provide an indication of the 
secondary wagering game activity associated with the player 
account to the player tracking server 120 for rewarding (e.g., 
with player tracking points) the player's secondary wagering 
game activity. In one implementation, the player tracking unit 
168 can detect the player ID and the wagering game machine 
ID of the base game card-in notification message and use this 
information to generate the secondary game card-in notifica 
tion message. The player tracking unit 168 can provide the 
secondary game card-in notification message to the wagering 
game controller 150 to allow the wagering game controller 
150 to track the player's secondary wagering game activity 
during the wagering game session. In some system imple 
mentations, the wagering game controller 150 receives infor 
mation that indicates the secondary wagering game activity 
across the wagering game machines 160 based on the wager 
ing game IDs (which can be forwarded to the accounting 
server 110 for accounting purposes), but the wagering game 
controller 150 may not have the capability to track each 
individual player's secondary wagering game activity with 
out the information provided within the secondary game 
card-in notification message. 

In some embodiments, the wagering game controller 150 
can receive the secondary game card-in notification message 
and create a player tracking record to track the player's sec 
ondary wagering game activity based on the player ID, the 
timestamp, and the wagering game machine ID. For example, 
to create the player tracking record, the wagering game con 
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10 
troller 150 can begin tracking the secondary wagering game 
activity that takes place after the timestamp (included in the 
secondary game card-in notification) at the wagering game 
machine 160 associated with the wagering game machine ID 
and associate this secondary wagering game activity to the 
player ID. In one implementation, the secondary game server 
152 of the wagering game controller 150 can maintain sec 
ondary game meters that track the secondary wagering game 
activity at each wagering game machine 160 (based on the 
wagering game machine ID). For example, the secondary 
game server 152 can maintain a secondary game wager meter 
that tracks the secondary game wagers that are placed at the 
wagering game machine 160, and a secondary game win 
meter that tracks the secondary game wins that take place at 
the wagering game machine 160. In some embodiments, in 
response to receiving the secondary game card-in notification 
message, the wagering game controller 150 can store the start 
(or card-in) secondary game meter readings in the player 
tracking record that is created for the player account to track 
the player's secondary wagering game activity. As will be 
further described below, the player tracking record for the 
player's secondary wagering game activity would be closed 
or completed based on the information received in the sec 
ondary game card-out notification message (e.g., the card-out 
timestamp). Sometime after completing the player tracking 
record for the player's secondary wagering game activity, the 
wagering game controller 150 can provide the player tracking 
record directly to the player tracking server 120 to reward the 
player's secondary wagering game activity. After block 208, 
the flow continues at block 210. 
At block 210, the wagering game machine 160 presents 

one or more base wagering games and one or more secondary 
wagering games during the wagering game session. In some 
implementations, during the wagering game session, the 
game management unit 162 updates the base game meters 
based on the base wagering game activity (e.g., the wagers 
and wins). For example, the game management unit 162 
updates the base game wager meter according to the players 
wagers and updates the base game win meter according to the 
players wins (if any). In some implementations, the game 
management unit 162 also provides an indication of the 
wagers the player places for secondary wagering games and 
the wagering game machine ID to the wagering game con 
troller 150. Since the secondary wagering games are run at the 
secondary game server 152 of the wagering game controller 
150, the secondary game server 152 tracks the wins associ 
ated with the secondary wagering games that are presented at 
the wagering game machine 160. After block 210, the flow 
continues at block 212 of FIG. 3. 

FIG. 3 is a flow diagram illustrating additional example 
operations for implementing player tracking for secondary 
wagering games in a wagering game system, according to 
some embodiments. The flow diagram of FIG.3 is a continu 
ation of the flow diagram shown in FIG.2, and begins at block 
212. 
At block 212, the wagering game machine 160 detects 

when the player card associated with the player account is 
removed from the player card reader 164 of the wagering 
game machine 160 by the player. As described above, the 
player can login to the wagering game machine 160 by vari 
ous methods that do not involve a player card. For example, 
the player can logout from the wagering game machine 160 
by clicking an icon on a graphical user interface, or by press 
ing a physical button on a panel of the wagering game 
machine 160. In another example, the wagering game 
machine 160 can logout the player based on inactivity, or 
using machine vision and detecting that the player is no 
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longer at the wagering game machine 160. Regardless of the 
manner the player logs out, the wagering game machine 160 
can detect that the player associated with the player ID has 
logged out from the wagering game machine 160. After block 
212, the flow continues at block 214. 
At block 214, the wagering game machine 160 provides a 

base game card-out notification message including the player 
ID, the end (or card-out) base game meter readings, an end (or 
card-out) timestamp, and the wagering game machine ID to 
the player tracking server 120 to cause the player tracking 
server 120 to determine and reward (e.g., with player tracking 
points) base wagering game activity during the wagering 
game session. Similarly as was described above for the card 
in notification message, in one implementation, the interface 
unit 165 can provide the base game card-out notification 
message to the player tracking unit 168, which forwards the 
card-out notification message to both the accounting server 
110 for accounting purposes and to the player tracking server 
120 for player tracking purposes. In one implementation, the 
accounting server 110 forwards the base game card-out noti 
fication message to the player tracking server 120. In another 
implementation, the interface unit 165 provides the base 
game card-out notification message directly to the accounting 
server 110, and also to the player tracking unit 168. It is noted, 
however, that in other implementations the player tracking 
unit 168 can detect the base game card-out notification mes 
sage by other methods. For example, the interface unit 165 
can provide the base game card-out notification message 
directly to the accounting server 110, and the player tracking 
unit 168 can intercept or Snoop all messages sent by the 
interface unit 165 to detect all base game card-out notification 
messages. 
The player tracking server 120 can use the information in 

the base game card-out notification message to close or com 
plete the player tracking record that was created in response to 
the base game card-in notification message for the player 
account associated with the playerID and the wagering game 
machine ID. The player tracking server 120 can determine the 
base game wagering game activity associated with the player 
for the player tracking record based on the difference between 
the start and end base game meter readings and the times 
tamps associated with the start and end of the wagering game 
session. For example, the player tracking server 120 can 
determine the difference between the start and end base game 
wager meter readings to determine the amount the player 
wagered during the wagering game session. In some imple 
mentations, the player tracking server 120 can also determine 
the difference between the start and end base game win meter 
readings to determine the amount the player won during the 
wagering game session. The player tracking server 120 may 
also analyze other base game meter readings that may have 
been included in the base game card-in/card-out notification 
messages for player tracking purposes. After determining the 
player's base game wagering game activity (e.g., the wager 
amount and the win amount) during the wagering game ses 
Sion, the player tracking server 120 can update the player 
tracking record associated with the player account of the 
player to indicate the player's base game wagering game 
activity. The player tracking server 120 may then award 
player tracking points to the player account of the player 
based on the player's base game wagering game activity. 
After block 214, the flow continues at block 216. 
At block 216, the wagering game machine 160 provides a 

secondary game card-out notification message including the 
playerID, the end (or card-out) timestamp, and the wagering 
game machine ID to the wagering game controller 150 to 
cause the wagering game controller 150 to determine the 
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12 
secondary wagering game activity associated with the player 
account during the wagering game session. The wagering 
game controller 150 can then provide an indication of the 
secondary wagering game activity associated with the player 
account to the player tracking server 120 for rewarding the 
player's secondary wagering game activity. In one implemen 
tation, the player tracking unit 168 can detect the player ID 
and the wagering game machine ID of the card-out base game 
notification message and use this information to generate the 
secondary game card-out notification message. The player 
tracking unit 168 can provide the secondary game card-out 
notification message to the wagering game controller 150 to 
allow the wagering game controller 150 to track the players 
Secondary wagering game activity during the wagering game 
session. 

In some embodiments, the wagering game controller 150 
can receive the secondary game card-out notification message 
and can close or complete the player tracking record that was 
created based on the secondary game card-in notification 
message (according to the card-in timestamp, the start sec 
ondary game meter readings, the wagering game machine ID 
and the playerID). The secondary game server 152 can deter 
mine the player's secondary wagering game activity during 
the wagering game session for the player tracking record 
based on the secondary game card-out notification message. 
In one implementation, the secondary game server 152 can 
determine the end (or card-out) secondary game meter read 
ings associated with the wagering game machine ID based on 
the card-out timestamp. Then, the secondary game server 152 
can determine the secondary game wagering game activity 
associated with the player for the player tracking record based 
on the difference between the start and end secondary game 
meter readings that were recorded based on the start/end 
timestamps associated with the start/end of the wagering 
game session. For example, the secondary game server 152 
can determine the difference between the start/end secondary 
game wager meter readings to determine the amount the 
player wagered for secondary wagering games during the 
wagering game session. In some implementations, the sec 
ondary game server 152 can also determine the difference 
between the start/end secondary game win meter readings to 
determine the amount the player won for the secondary 
wagering games during the Wagering game session. The Sec 
ondary game server 152 may also analyze other secondary 
game meter readings that may be maintained at the secondary 
game server 152 for player tracking purposes. Sometime after 
completing the player tracking record for the player's sec 
ondary wagering game activity, the wagering game controller 
150 can provide the player tracking record directly to the 
player tracking server 120 to reward the player's secondary 
wagering game activity. The player tracking server 120 may 
then award player tracking points to the player account of the 
player (associated with the player ID) based on the players 
secondary wagering game activity included in the player 
tracking record. After block 216, the flow continues at block 
218. 
At block 218, the wagering game machine 160 ends the 

wagering game session associated with the player account of 
the player. After block 218, the flow ends. 

In some embodiments, instead of providing base game 
card-in/card-out notification messages to the accounting 
server 110 and the player tracking server 120, the interface 
unit 165 may perform the operations described above for 
creating and completing the player tracking record for the 
player's base wagering game activity. For example, the inter 
face unit 165 can determine the difference between the start 
and end base game meter readings to determine the base 
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wagering game activity (e.g., the wager amount and the win 
amount). After completing the player tracking record, the 
interface unit 165 can then send a base game activity notifi 
cation message to the accounting server 110 and the player 
tracking server 120 that includes an indication of the base 
wagering game activity, the wagering game machine ID, and 
the player ID. In some cases, the base game activity notifica 
tion message may also include the start/end timestamps and/ 
or the start/end base game meter readings. In these embodi 
ments, the player tracking unit 168 can obtain the necessary 
information (e.g., start/end timestamps, wagering game 
machine ID, and the playerID) from the interface unit 165 so 
that the player tracking unit 168 can still send out the second 
ary game card-in/card-out notification messages to the 
wagering game controller to track the player's secondary 
wagering game activity. 

In some embodiments, instead of the wagering game con 
troller 150 providing the player tracking records associated 
with the player's secondary wagering game activity to the 
player tracking server 120 so that the player tracking server 
120 can determine how many player tracking points to award 
to the player account associated with the player, the second 
ary game server 152 can determine how many player tracking 
points the player has earned based on the secondary wagering 
game activity. In one implementation, the secondary wager 
ing game server 152 can be programmed with the player 
tracking award algorithm to allow the wagering game server 
152 to determine the number of player tracking points to 
award the player account. After determining the number of 
player tracking points that correspond to the player's second 
ary wagering game activity, the secondary game server 152 
can provide an indication of the number of tracking points to 
award the player account to the player tracking server 152. 
The player tracking server 152 can then credit the player 
account of the player with the indicated number of player 
tracking points. 

In some embodiment, instead of including a master player 
tracking unit 158 at the wagering game controller 150, the 
functionality associated with the master player tracking unit 
158 can be included within the secondary game server 152. In 
these embodiments, the player tracking units 168 of each of 
the plurality of wagering game machines 160 can communi 
cation directly with the secondary game server 152 of the 
wagering game controller 150. 

It is noted that although the base game and secondary game 
notification messages are referred to above as card-in/card 
out notification messages, in some system implementations 
the player may login at and logout from the wagering game 
machine 160 by various other methods that do not involve a 
player card (e.g., username?password, biometric, account 
number, or some combination), as was described above. 
Therefore, it is noted that the card-in/card-out notification 
messages can be more generally referred to as login/logout 
notification messages. 

Additional Operating Environment Examples 

This section describes additional example operating envi 
ronments and networks and presents structural aspects of 
Some embodiments. More specifically, this section includes 
discussion about additional examples of wagering game sys 
tem architectures. 

Additional Wagering Game System Example 
Architectures 

FIG. 4 is a conceptual diagram that illustrates another 
example of a wagering game systemarchitecture 400, accord 
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14 
ing to Some embodiments. As illustrated, the wagering game 
system architecture 400 includes an accounting server 410, a 
player tracking server 420, a wagering game controller 450, 
and a plurality of wagering game machines 460 connected via 
a communication network 415. In some embodiments, the 
wagering game system 400 implements a player tracking 
mechanism to track the secondary wagering game activity of 
players to award player tracking points for both base and 
Secondary wagering game activity. 

Similar to the wagering game system 100 of FIG. 1, the 
accounting server 410 is configured to manage and perform 
accounting operations, and the player tracking server 420 is 
configured to manage and perform player tracking operations 
for the gaming establishment (e.g., casino). Also, each of the 
wagering game machines 460 are configured to run and 
present wagering games in one or more displays of the wager 
ing game machine 460, and work in conjunction with the 
wagering game controller 450, the accounting server 410, and 
the player tracking server 420 to perform various wagering 
game system operations. 
As illustrated in FIG. 4, the wagering game machines 460 

can include a game management unit 462, a presentation unit 
463, a player card reader 464, and an interface unit 465. The 
game management unit 462, the presentation unit 463, and 
the player card reader 464 of each wagering game machine 
460 may be configured to perform the same operations as 
described above with reference to FIG. 1, with the exception 
of the operations related to the player tracking unit 168 of 
FIG. 1 (since the wagering game machines 460 do not include 
a player tracking unit). The interface unit 465 can work in 
conjunction with the game management unit 462 to provide 
both an indication of the base wagering game activity and the 
secondary wagering game activity to the accounting server 
410 and the player tracking server 420. In one embodiment, 
the interface unit 465 can obtain the start/end base game 
meter readings from the game management unit 462 to deter 
mine a player's base wagering game activity during a wager 
ing game session. The interface unit 465 can also obtain an 
indication of secondary wagering game wagers and wins 
from the game management unit 462, as will be further 
described below with reference to FIGS. 5-6. In some imple 
mentations, instead of the interface unit 465 calculating the 
difference between the start/end base game meter readings, 
the interface unit 465 can provide the start/end base game 
meter readings to the accounting server 410 and the player 
tracking server 420 as the indication of the base wagering 
game activity. Similar to the interface units shown in FIG. 1, 
in some embodiments, the interface unit 465 and/or the inter 
face unit 455 can be implemented inhardware and software in 
an interface board within the wagering game machine 460 
and/or the wagering game controller 450, respectively. In 
Some example systems, the interface board of the wagering 
game machine 460 may be referred to as the slot machine 
interface board (SMIB). In some embodiments, the interface 
unit 465 and/or the interface unit 455 can be implemented in 
Software within the wagering game machine 460 and/or the 
wagering game controller 450, respectively. 

In some embodiments, since both the wagering game con 
troller 450 and each of the interface units 465 of the wagering 
game machines 460 report secondary wagering game activity 
to the accounting server 410, the secondary wagering game 
activity of players may be double counted at the accounting 
server 410 for accounting purposes, unless one of the second 
ary wagering game activity records is backed out. For 
example, the operator of the wagering game system 400 can 
manually back out (i.e., Subtract) one of the secondary wager 
ing game activity records it receives. In another example, the 
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accounting server 410 can be configured to automatically 
back out one of the secondary wagering game activity records 
it receives. 
The wagering game machines 460 described herein can 

take any suitable form, Such as floor standing models, hand 
held mobile units, bar-top models, workstation-type console 
models, Surface computing machines, etc., and can access the 
communication network 415 to communication with the 
wagering game controller 450 via a wireless or wired con 
nection. In some embodiments, each of the wagering game 
machines 460 and the wagering game controller 450 are 
configured to work together Such that the wagering game 
machine 460 can be operated as a thin, thick, or intermediate 
client. For example, one or more elements of game play may 
be controlled by the wagering game machine 460 (client) or 
the wagering game controller 450 (server). Game play ele 
ments can include executable game code, lookup tables, con 
figuration files, game results, audio or visual representations 
of the game, game assets or the like. In a thin-client example, 
the wagering game controller 450 can perform functions such 
as determining game results or managing assets, while the 
wagering game machine 460 can present an audible/graphical 
representation of Such outcome or asset modification to the 
players. In a thick-client example, the wagering game 
machine 460 can run the wagering games and determine 
game outcomes and communicate wagering game activity to 
the wagering game controller 450, the accounting server 410. 
and/or the player tracking server 420 for recording or man 
aging a players wagering game system account, player track 
ing, various accounting operations, etc. 
The wagering game controller 450 is configured to perform 

various operations for the wagering game system 400. For 
example, the wagering game controller 450 can include a 
base wagering game server 451 for storing base wagering 
game content, providing base wagering game updates to the 
wagering game machines 460, and providing new base 
wagering games to the wagering game machines 460. In some 
implementations, the base wagering game server 451 can also 
generate random numbers and provide the random numbers 
to the wagering game machines 460 so that the wagering 
game machines can determine game results for base wagering 
games. The wagering game controller 450 can also include a 
secondary game server 452 configured to run secondary 
wagering games, and work in conjunction with the game 
management unit 462 of the wagering game machines 460 to 
present the secondary wagering games in one or more dis 
plays of the wagering game machines 460. For example, the 
secondary game server 452 can receive bonus trigger notifi 
cation messages from the wagering game machines 460 that 
indicate that a bonus game should be presented at the corre 
sponding wagering game machines 460. The secondary game 
server 452 may also be configured to create and manage 
systemwide, cumulative secondary wagering game activity 
records based on secondary wagering game activity messages 
received from the game management unit 462 of the wagering 
game machines 460, and provide the cumulative records to 
the accounting server 410 for accounting purposes. For 
example, the secondary game server 452 can maintain sec 
ondary game meters to track the secondary wagering game 
activity. The wagering game controller 450 can also include 
an interface unit 455 configured to forward the systemwide, 
cumulative secondary wagering game activity records 
directly to the accounting server 410. In some system imple 
mentations, the accounting server 410 and the player tracking 
server 420 may implement a proprietary protocol, and there 
fore the interface units 465 of the wagering game machines 
460 and the interface unit 455 of the wagering game control 
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ler 450 can also perform the necessary protocol conversions 
to enable the network communications between the different 
network entities. It is noted that although FIG. 4 (and some of 
the examples described herein and in the additional Figures 
below) may imply that some network connections are wired, 
in some embodiments some or all of the network connections 
between the different entities of the wagering game system 
400 may be implemented wirelessly. 

Each component shown in the wagering game system 
architecture 400 is shown as a separate and distinct element 
connected via the communications network 415. However, 
Some functions performed by one component could be per 
formed by other components. For example, the base wagering 
game server 451 can be configured to perform some or all of 
the functions of the secondary game server 452. Furthermore, 
the components shown may all be contained in one device, 
but some, orall, may be included in, or performed by multiple 
devices, as in the configurations shown in FIG. 4 or other 
configurations not shown, e.g., the accounting server 410 and 
the player tracking server 420 may be implemented within a 
single server system. Furthermore, the wagering game sys 
tem architecture 400 can be implemented as software, hard 
ware, any combination thereof, or other forms of embodi 
ments not listed. For example, any of the network 
components (e.g., the Wagering game machines, servers, etc.) 
can include hardware and machine-readable media including 
instructions for performing the operations described herein. 
Machine-readable media includes any mechanism that pro 
vides (i.e., stores and/or transmits) information in a form 
readable by a machine (e.g., a wagering game table, machine, 
computer, etc.). For example, tangible machine-readable 
storage media includes read only memory (ROM), random 
access memory (RAM), magnetic disk storage media, optical 
storage media, flash memory machines, and other types of 
tangible medium suitable for storing instructions. Machine 
readable transmission media includes any media Suitable for 
transmitting software over a network. 

Although FIG. 4 describes some embodiments, the follow 
ing sections describe many other features and embodiments. 

Additional Example Operations 

This section describes additional operations associated 
with some embodiments. In the discussion below, the flow 
diagrams will be described with reference to the block dia 
grams presented herein. However, in Some embodiments, the 
operations can be performed by logic not described in the 
block diagrams. 

In certain embodiments, the operations can be performed 
by executing instructions residing on machine-readable Stor 
age media (e.g., Software), while in other embodiments, the 
operations can be performed by hardware and/or other logic 
(e.g., firmware). In some embodiments, the operations can be 
performed in series, while in other embodiments, one or more 
of the operations can be performed in parallel. Moreover, 
Some embodiments can perform less than all the operations 
shown in any flow diagram. 
The following discussion of FIGS. 5-6 will describe addi 

tional examples of player tracking of secondary wagering 
game activity at the wagering game machines without the use 
of the player tracking unit (shown in FIG. 1). 

FIG. 5 is a flow diagram 500 illustrating operations for 
implementing player tracking for secondary wagering games 
in a wagering game system, according to Some embodiments. 
The flow of 500 will be described with reference to the 
example system architecture of FIG. 4. The flow diagram 
begins at block 502. 
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At block 502, a wagering game machine 460 detects when 
a player card associated with a player account is inserted into 
a player card reader 464 of the wagering game machine 460 
by a player. In one implementation, the player card reader 464 
can detect the player card and read the player card ID. The 
player card reader 464 can then verify that the player card ID 
is compatible or Supported by the wagering game system 400. 
It is noted, however, that in some embodiments the player 
card ID, or another player identification number (playerID') 
associated with the player account of the player, can be deter 
mined depending on the method the player uses to loginto the 
wagering game machine 460. For example, as was described 
above with reference to FIG. 2, the player can login to the 
wagering game machine 460 using a username and password, 
using biometrics, etc. Regardless of the manner the player 
uses to login, the wagering game machine 460 can detect a 
player ID associated with the player account of the player. In 
Some cases, the player ID may be the player account number, 
or the player card ID. After block 502, the flow continues at 
block 504. 

At block 504, the wagering game machine 460 determines 
the player ID associated with the player account, and the start 
base game meter readings. In one implementation, the inter 
face unit 465 can obtain the player ID from the player card 
reader 464, and the start base game meter readings from the 
game management unit 462. Similarly as described above 
with reference to FIG. 1, the base game management unit 462 
can implement base game meters to track the base wagering 
game activity (e.g., wagers and wins) during each wagering 
game session. After block 504, the flow continues at block 
SO6. 
At block 506, the wagering game machine 560 presents 

one or more base wagering games and one or more secondary 
wagering games during the wagering game session. In some 
implementations, during the wagering game session, the 
game management unit 462 updates the base game meters 
based on the base wagering game activity (e.g., the wagers 
and wins associated with the base wagering games), similarly 
as was described above with reference to FIG. 1. In some 
implementations, the game management unit 462 may also 
provide an indication of the wagers the player places for 
secondary wagering games and an indication of the second 
ary wagering game wins to the interface unit 465. The inter 
face unit 465 may use base game meter readings and the 
secondary wagering game information to track and determine 
both the player's base and secondary wagering game activity 
during the wagering game session, as will be further 
described below. In some implementations, the game man 
agement unit 462 also provides an indication of the wagers 
the player places for the secondary wagering games and the 
wagering game machine ID to the wagering game controller 
450. After block 506, the flow continues at block 508. 
At block 508, the wagering game machine 460 detects 

when the player card associated with the player account is 
removed from the player card reader 464 of the wagering 
game machine 460 by the player. As described above, the 
player can login to the wagering game machine 460 by Vari 
ous methods that do not involve a player card. For example, 
the player can logout from the wagering game machine 460 
by clicking an icon on a graphical user interface, by pressing 
a physical button on a panel of the wagering game machine 
460, based on machine vision, etc. Regardless of the manner 
the player logs out, the wagering game machine 460 can 
detect that the player associated with the playerID has logged 
out from the wagering game machine 460. After block 508, 
the flow continues at block 510. 
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At block 510, the wagering game machine 460 can detect 

the end (or card-out) base game meter readings. In one imple 
mentation, the interface unit 465 can detect the end base game 
meter readings from the game management unit 462. The 
game management unit 462 manages and updates the base 
game meter readings based on the wagers and wins associated 
with the base wagering games that are played during the 
wagering game session. After block 510, the flow continues at 
block 512. 
At block 512, the wagering game machine 460 determines 

the player's base wagering game activity during the wagering 
game session. In one implementation, in response to the inter 
face unit 465 detecting the end base game meter readings 
from the game management unit 462, the interface unit 465 
calculates the difference between the start and end base game 
meter readings to determine the player's base wagering game 
activity during the wagering game session. For example, the 
interface unit 465 can calculate the difference between the 
start and end base game wager meter readings and the differ 
ence between the start and end base game win meter readings 
to determine the player's base wagering game activity during 
the wagering game session. In other words, the interface unit 
465 can determine the total amount wagered and the total 
amount won for base wagering games during the wagering 
game session. It is noted, however, that in some implementa 
tions the interface unit 465 can provide the start and end base 
game meter readings to the player tracking server 420 (e.g., 
via the accounting server 410). After block 512, the flow 
continues at block 514. 

FIG. 6 is a flow diagram illustrating additional example 
operations for implementing player tracking for secondary 
wagering games in a wagering game system, according to 
some embodiments. The flow diagram of FIG. 6 is a continu 
ation of the flow diagram shown in FIG. 5, and begins at block 
514. 
At block 514, the wagering game machine 460 determines 

the player's secondary wagering game activity during the 
wagering game session. In some implementations, in addition 
to detecting wagers and wins associated with the base wager 
ing games, the game management unit 462 may also detect 
wagers and wins associated with the secondary wagering 
games that are played during the wagering game session. The 
game management unit 462 may be configured to provide an 
indication of the wagers the player places for secondary 
wagering games and an indication of the player's secondary 
wagering game wins to the interface unit 465. In some imple 
mentations, the game management unit 462 may or may not 
know that the additional wagers and wins that it detects 
(which are not for base wagering games) are for secondary 
wagering games, but the game management unit 462 may be 
configured to provide an indication of these additional wagers 
and wins to the interface unit 465. For example, the game 
management unit 462 can detecta total wager of S1.25. Out of 
that S1.25 total wager, the game management unit 462 can 
detect that a S1 wager should be ascribed to the base wagering 
game and that a S0.25 wager should be ascribed to something 
else (e.g., secondary Wagering games). The game manage 
ment unit 462 can then provide an indication of the S0.25 
wager to the wagering game controller 450 (for accounting 
purposes), and also provide an indication of the S0.25 wager 
to the interface unit 465 (for player tracking purposes). The 
interface unit 465 may then determine the player's secondary 
wagering game activity during the wagering game server 
based on the wager and win information received from the 
game management unit 462. After block 514, the flow con 
tinues at block 516. 
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At block 516, the interface unit 465 can provide one or 
more wagering game activity notification messages including 
an indication of the player's base wagering game activity, an 
indication of the player's secondary wagering game activity, 
the player ID, and the wagering game machine ID to the 
player tracking server 420 and the accounting server 410. In 
one implementation, the interface unit 465 can provide a 
single wagering game activity notification message that 
includes both the indication of the player's base wagering 
game activity and the indication of the player's secondary 
wagering game activity (in addition to the player ID and the 
wagering game machine ID). In another implementation, the 
interface unit 465 can provide separate game activity notifi 
cation messages for the base wagering game activity and 
secondary wagering game activity. In response to the player 
tracking server 420 receiving the secondary wagering game 
activity message, the player tracking server 420 can then 
determine how many player tracking points to award the 
player account based on the player's secondary wagering 
game activity during the Wagering game session. 

Similarly as was described above in FIG. 1, in some 
embodiments, the wagering game controller 450 can provide 
systemwide, cumulative secondary wagering game activity 
records to the accounting server 410. The systemwide, cumu 
lative secondary wagering game activity records may be 
assembled based on all the secondary wagering game activity 
the wagering game machines 460 report to the wagering game 
controller 450. However, as was described above, the system 
wide, cumulative secondary wagering game activity may be 
use for systemwide or per machine accounting, and each 
individual player's secondary wagering game activity may 
not be derived from this cumulative information. 

In some embodiments, since both the wagering game con 
troller 450 and each of the interface units 465 of the wagering 
game machines 460 report secondary wagering game activity 
to the accounting server 410, the secondary wagering game 
activity of players may be double counted at the accounting 
server 410 for accounting purposes, unless one of the second 
ary wagering game activity records is backed out. For 
example, the operator of the wagering game system 400 can 
manually back out (i.e., Subtract) one of the secondary wager 
ing game activity records it receives. In another example, the 
accounting server 410 can be configured to automatically 
back out one of the secondary wagering game activity records 
it receives. After block 516, the flow continues at block 518. 
At block 518, the wagering game machine 460 ends the 

wagering game session associated with the player account for 
the player. After block 518, the flow ends. 

In some embodiments, for the base wagering game activity, 
instead of providing the base wagering game activity report to 
the accounting server 410 and the player tracking server 420, 
the interface unit 465 can provide base game card-in/card-out 
notification messages (including the player ID, timestamps, 
wagering game ID, and start/end base game meter readings), 
similarly as was described above with reference to FIG.1. In 
these embodiments, the interface unit 465 can send the indi 
cation of the player's secondary wagering game activity when 
the interface unit 465 sends the base game card-out notifica 
tion message. 

Additional Example Operating Environments 

This section describes example operating environments, 
systems and networks, and presents structural aspects of 
Some embodiments. 

Wagering Game Machine Architectures 

FIG. 7 is a conceptual diagram that illustrates an example 
of a wagering game machine architecture 700, according to 
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Some embodiments. In FIG. 7, the wagering game machine 
architecture 700 includes a wagering game machine 706, 
which includes a central processing unit (CPU) 726 con 
nected to main memory 728. The CPU 726 can include any 
Suitable processor, Such as an Intel(R) Pentium processor, 
Intel(R) Core 2 Duo processor, AMD OpteronTM processor, or 
UltraSPARC processor. The main memory 728 includes a 
game management unit 732. In some embodiments, the game 
management unit 732 can present wagering games, such as 
video poker, video blackjack, video slots, video lottery, reel 
slots, etc., in whole or part. 
The CPU 726 is also connected to an input/output (“I/O”) 

bus 722, which can include any suitable bus technologies, 
such as an AGTL+ frontside bus and a PCI backside bus. The 
I/O bus 722 is connected to a payout mechanism 708, primary 
display 710, secondary display 712, value input device 714, 
player input device 716, information reader 718, and storage 
unit 730. The player input device 716 can include the value 
input device 714 to the extent the player input device 716 is 
used to place wagers. The I/O bus 722 is also connected to an 
external system interface 724, which is connected to external 
systems (e.g., wagering game networks). The external system 
interface 760 can include logic for exchanging information 
over wired and wireless networks (e.g., 802.11g transceiver, 
Bluetooth transceiver, Ethernet transceiver, etc.) In some 
embodiments, the external system interface 760 can include 
an interface unit 765 and a player tracking unit 768 that are 
configured to work in conjunction with the CPU 726 and the 
game management unit 732 to implement techniques for 
player tracking of secondary wagering game activity, as was 
described above with reference to FIGS. 1-3. In other 
embodiments, the external system interface 760 can include 
the interface unit 765 (and not the player tracking unit 768) 
that is configured to work in conjunction with the CPU 726 
and the game management unit 732 to implement techniques 
for player tracking of secondary wagering game activity, as 
was described above with reference to FIGS. 4-6. 

In some embodiments, the wagering game machine 706 
can include additional peripheral devices and/or more than 
one of each component shown in FIG. 7. For example, in 
Some embodiments, the wagering game machine 706 can 
include multiple external system interfaces 724 and/or mul 
tiple CPUs 726. In some embodiments, any of the compo 
nents can be integrated or Subdivided. 

Furthermore, any component of the wagering game 
machine 706 can include hardware, firmware, and/or 
machine-readable storage media including instructions for 
performing the operations described herein. 

Example Wagering Game Machines 

FIG. 8 is a perspective view of a wagering game machine, 
according to example embodiments. Referring to FIG. 8, a 
wagering game machine 800 is used in gaming establish 
ments, such as casinos. In some embodiments, the wagering 
game machine 800 can implement at least part of the func 
tionality described above with reference to FIGS. 1-7, e.g., 
for player tracking of secondary wagering game activity. 

According to embodiments, the wagering game machine 
800 can be any type of wagering game machine and can have 
varying structures and methods of operation. For example, 
the wagering game machine 800 can be an electromechanical 
wagering game machine configured to play mechanical slots, 
or it can be an electronic wagering game machine configured 
to play video casino games, such as blackjack, slots, keno, 
poker, blackjack, roulette, etc. 
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The wagering game machine 800 comprises a housing 812 
and includes input devices, including value input devices 818 
and a player input device 824. For output, the wagering game 
machine 800 includes a primary display 814 for displaying 
information about a basic wagering game. In some imple 
mentations, the primary display 814 can also display infor 
mation about a bonus wagering game and a progressive 
wagering game. The wagering game machine 800 also 
includes a secondary display 816 for displaying bonus wager 
ing games, Wagering game events, wagering game outcomes, 
and/or signage information. While some components of the 
wagering game machine 800 are described herein, numerous 
other elements can exist and can be used in any number or 
combination to create varying forms of the wagering game 
machine 800. 
The value input devices 818 can take any suitable form and 

can be located on the front of the housing 812. The value input 
devices 818 can receive currency and/or credits inserted by a 
player. The value input devices 818 can include coin accep 
tors for receiving coin currency and bill acceptors for receiv 
ing paper currency. Furthermore, the value input devices 818 
can include ticket readers or barcode scanners for reading 
information stored on Vouchers, cards, or other tangible por 
table storage devices. The Vouchers or cards can authorize 
access to central accounts, which can transfer money to the 
wagering game machine 800. 

The player input device 824 comprises a plurality of push 
buttons on a button panel 826 for operating the wagering 
game machine 800. In addition, or alternatively, the player 
input device 824 can comprise a touch screen 828 mounted 
over the primary display 814 and/or secondary display 816. 
The various components of the wagering game machine 

800 can be connected directly to, or contained within, the 
housing 812. Alternatively, some of the wagering game 
machine’s components can be located outside of the housing 
812, while being communicatively coupled with the wager 
ing game machine 800 using any Suitable wired or wireless 
communication technology. 
The operation of the basic wagering game can be displayed 

to the player on the primary display 814. The primary display 
814 can also display a bonus game associated with the basic 
wagering game. The primary display 814 can include a cath 
ode ray tube (CRT), a high resolution liquid crystal display 
(LCD), a plasma display, light emitting diodes (LEDs), or any 
other type of display Suitable for use in the wagering game 
machine 800. Alternatively, the primary display 814 can 
include a number of mechanical reels to display the outcome. 
In FIG. 8, the wagering game machine 800 is an “upright' 
version in which the primary display 814 is oriented vertically 
relative to the player. Alternatively, the wagering game 
machine can be a “slant-top' version in which the primary 
display 814 is slanted at about a thirty-degree angle toward 
the player of the wagering game machine 800. In yet another 
embodiment, the wagering game machine 800 can exhibit 
any Suitable form factor, Such as a free standing model, bartop 
model, mobile handheld model, or workstation console 
model. 
A player begins playing a basic wagering game by making 

a wager via the value input device 818. The player can initiate 
play by using the player input devices buttons or touch 
screen 828. The basic game can include arranging a plurality 
of symbols along a payline 832, which indicates one or more 
outcomes of the basic game. Such outcomes can be randomly 
selected in response to player input. At least one of the out 
comes, which can include any variation or combination of 
Symbols, can trigger a bonus game. 
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In some embodiments, the wagering game machine 800 

can also include an information reader 852, which can include 
a card reader, ticket reader, bar code scanner, RFID trans 
ceiver, or computer readable storage medium interface. In 
some embodiments, the information reader 852 can be used to 
award complimentary services, restore game assets, track 
player habits, etc. 

General 

This detailed description refers to specific examples in the 
drawings and illustrations. These examples are described in 
sufficient detail to enable those skilled in the art to practice the 
inventive subject matter. These examples also serve to illus 
trate how the inventive subject matter can be applied to vari 
ous purposes or embodiments. Other embodiments are 
included within the inventive subject matter, as logical, 
mechanical, electrical, and other changes can be made to the 
example embodiments described herein. Features of various 
embodiments described herein, however essential to the 
example embodiments in which they are incorporated, do not 
limit the inventive subject matter as a whole, and any refer 
ence to the invention, its elements, operation, and application 
are not limiting as a whole, but serve only to define these 
example embodiments. This detailed description does not, 
therefore, limit embodiments of the inventive subject matter, 
which are defined only by the appended claims. Each of the 
embodiments described herein are contemplated as falling 
within the inventive subject matter, which is set forth in the 
following claims. 
The invention claimed is: 
1. A method comprising: 
determining to initiate a wagering game session by a 

wagering game machine; 
presenting, on a display device of the wagering game 

machine, a base wagering game; 
determining, by the wagering game machine, an outcome 

for the base wagering game; 
generating, by the wagering game machine based at least in 

part on the outcome of the base wagering game, a base 
wagering game activity notification message indicating 
base wagering game meter values; 

transmitting, by the wagering game machine via a commu 
nications network, the base wagering game activity noti 
fication message to a player tracking server; 

determining, based on the outcome of the base wagering 
game, that a bonus wagering game is triggered; 

transmitting, to a secondary wagering game server, a bonus 
wagering game trigger notification requesting the bonus 
wagering game; 

receiving, from the secondary wagering game server, the 
bonus wagering game; 

presenting, on the display device of the wagering game 
machine, the bonus wagering game, wherein a result of 
the secondary wagering game is determined at the sec 
ondary wagering game server, 

receiving, from the secondary wagering game server, the 
result of the bonus wagering game; 

presenting, on the display device of the wagering game 
machine, the result of the bonus wagering game; and 

generating and transmitting, to the player tracking server 
via the communications network, a bonus wagering 
game activity notification message indicating bonus 
wagering game meter values: 

determining, by the player tracking server, base wagering 
game player tracking points based, at least in part, on the 
base wagering game meter values; and 
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determining, by the player tracking server, bonus wagering 
game player tracking points based, at least in part, on the 
bonus wagering game meter values. 

2. The method of claim 1, wherein the base wagering game 
activity notification message includes one or more of an indi 
cation of the activity of the base wagering game, a player 
identifier, a wagering game machine identifier, and a previous 
base wagering game player tracking points balance for a 
player. 

3. The method of claim 1, wherein the bonus wagering 
game activity notification message includes one or more of an 
indication of the activity of the bonus wagering game, a 
player identifier, a wagering game machine identifier, and a 
previous bonus wagering game player tracking points balance 
for a player. 

4. The method of claim 1, wherein the activity associated 
with the base wagering game is used to calculate base wager 
ing player tracking points for a player. 

5. The method of claim 1, wherein the activity associated 
with the bonus wagering game is used to determine a promo 
tional award for a player. 

6. The method of claim 1, wherein the activity associated 
with the base wagering game includes one or more of base 
wagering game wager history, base wagering game payout 
history, time of base wagering game play, and maximum 
wager for base wagering game. 

7. The method of claim 1, wherein the activity associated 
with the bonus wagering game includes one or more of bonus 
wagering game wager history and bonus wagering game pay 
out history. 

8. The method of claim 1, further comprising: 
determining a base wagering game promotion, wherein the 

base wagering game promotion is based on the base 
wagering game player tracking points. 

9. The method of claim 1, further comprising: 
determining a bonus wagering game promotion, wherein 

the bonus wagering game promotion is based on the 
bonus wagering game player tracking points. 

10. A method for determining wagering game player track 
ing points, the method comprising: 

initiating, at a Wagering game machine, a Wagering game 
session including a base game and a bonus game; 

presenting, on a display device of the wagering game 
machine, the base wagering game; 

compiling, by the wagering game machine, a base wager 
ing game activity log indicating information indicating 
base wagering game activity of a player; 

determining, by the wagering game machine, an outcome 
of the base wagering game; 

determining, based on the outcome of the base wagering 
game, that a bonus wagering game is triggered; 

transmitting, to a secondary wagering game server, a 
request for the bonus wagering game; 

receiving, at the wagering game machine from the second 
ary wagering game server, information associated with 
the bonus wagering game; 

presenting, on the display device of the wagering game 
machine, the bonus wagering game; 

compiling a bonus Wagering game activity log indicating 
bonus wagering game activity of the player; 

transmitting, to a player tracking server, the base wagering 
game activity log; and 

transmitting, to the player tracking server, the bonus 
wagering game activity log; 

determining, by the player tracking server, base wagering 
game player tracking points based, at least in part, on the 
base wagering game activity log; and 
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determining, by the player tracking server, bonus wagering 
game player tracking points based, at least in part, on the 
bonus wagering game activity log. 

11. The method of claim 10, further comprising: 
calculating base wagering game player tracking points for 

the player, wherein the base wagering game player 
tracking points are based at least in part on the base 
wagering game activity; and 

calculating bonus wagering game player tracking points 
for the player, wherein the bonus wagering game player 
tracking points are based at least in part on the bonus 
wagering game activity. 

12. The method of claim 11, further comprising: 
determining, based on the base wagering game player 

tracking points, a base wagering game promotion to 
award the player, and 

determining, based on the bonus wagering game player 
tracking points, a bonus wagering game promotion to 
award the player. 

13. The method of claim 11, further comprising: 
determining a promotion to award the player, wherein the 

promotion is based on the base wagering game player 
tracking points and the bonus wagering game player 
tracking points. 

14. The method of claim 10, wherein a result of the base 
wagering game is determined at the wagering game machine. 

15. The method of claim 10, wherein a result of the bonus 
wagering game is determined at a wagering game server. 

16. One or more non-transitory machine-readable storage 
media including instructions which, when executed by one or 
more processors, cause the one or more processors to perform 
operations comprising: 

determining to initiate a wagering game sessionata wager 
ing game machine; 

presenting, on a display device of the wagering game 
machine, a base wagering game; 

determining, by the wagering game machine, an outcome 
for the base wagering game; 

generating, by the wagering game machine based, at least 
in part, on the outcome of the base wagering game, a 
base wagering game activity notification message; 

transmitting, by the wagering game machine via a commu 
nications network, the base wagering game activity noti 
fication message to a player tracking server; 

determining, based on the outcome of the base wagering 
game, that a bonus wagering game is triggered; 

transmitting, to a secondary wagering game server, a bonus 
wagering game trigger notification requesting the bonus 
wagering game; 

receiving, from the secondary wagering game server, infor 
mation associated with the bonus wagering game; 

presenting, on the display device of the wagering game 
machine, the bonus wagering game wherein a result of 
the bonus wagering game is determined at the secondary 
wagering game server, 

receiving, from the secondary wagering game server, the 
result of the bonus wagering game; 

presenting, on the display device of the wagering game 
machine, the result of the bonus wagering game; and 

generating and transmitting a bonus wagering game activ 
ity notification message indicating activity associated 
with the bonus wagering game to the player tracking 
server; 

determining, by the player tracking server, base wagering 
game player tracking points based, at least in part, on the 
base wagering game activity notification message; and 
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determining, by the player tracking server, bonus wagering 
game player tracking points based, at least in part, on the 
bonus wagering game activity message. 

17. The one or more non-transitory machine-readable stor 
age media of claim 16, wherein the activity associated with 
the base wagering game is used to calculate base wagering 
game player tracking points for a player and the activity 
associated with the secondary wagering game is used to cal 
culate bonus wagering game player tracking points for the 
player. 

18. The one or more non-transitory machine-readable stor 
age media of claim 17, wherein the operations further com 
prise: 

awarding a bonus wagering game promotion, wherein the 
bonus wagering game promotion is based on the bonus 
wagering game player tracking points for the player. 

19. The one or more non-transitory machine-readable stor 
age media of claim 17, wherein the operations further com 
prise: 
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awarding a promotion, wherein the promotion is based on 20 
the base wagering game player tracking points for the 
player and the bonus wagering game player tracking 
points for the player. 
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